Cubes and Dimensions Game design document 

Cubes and Dimensions is a 2D puzzle platformer that involves the player trying to reach the exit 
door. Puzzles are solved by walking through dimensional lasers that change the dimension you 
are in and pressing buttons with the player or a cube. The game teaches the player how to 
solve levels with mechanics instead of using words. 

Target audience 

Cubes and Dimensions target audience are gamers which have played at least one other 
platformer and understand how it works. The game is designed for gamers who are over the age 
of 10 and is targeted at both causal gamers and hard-core gamers. This is because the game will 
be easy to learn how to play but will be tough finishing some of the levels puzzles to be able to 
get to the exit. 

Platform 

The game is meant to be played on a computer but could be adapted to a console game or 
support a gamepad. This is because the player will only be moving, activating objects and 
restarting the room. 

Genre 

Cubes and Dimensions is a 2D puzzle platformer. 

Gameplav 

Mechanics 

The player pushes cubes, presses buttons and changes the dimension they are in, to solve 
puzzles of how to get to the exit. 

Goal 

The player's goal is to reach the exit portal of each level. 
Components 

Cubes and Dimensions will contain no enemies to focus on the puzzles throughout the entire 
game. 

The 5 objects that the player will be able to interact with throughout the game to complete 
puzzles are cubes, dimensional lasers, wind, buttons and cube droppers. 

Cube: can be pushed by the player and can press buttons. 

Dimensional laser: changes the dimension the player is in when the player touches it. 
Wind: pushes the player and cubes in either the direction up, right or left. 



Buttons: turns off the corresponding coloured walls (blue or lime) when either the player or a 
cube is touching it. 

Cube droppers: when activated will tell a dropper to drop a cube for the player. 
Other objects are: 

Information pod: tells the player how to use the controls 
Red wall: when touched by the player the room is restarted. 

The man: another person who needs your help to save and will help you later on if you do. 
Blue/Lime walls: appear or disappear depending if the corresponding button is pressed. 
Teleporter : takes the player to the next level 

Mysti: unknown coloured entities that fly around that are all brothers to each other 
Controls 

A or left arrow key: moves the player left 

D or right arrow key: moves the player right 

W or space or up arrow key: makes the player jump 

E: activates cube droppers 

R: restarts the current level 

ESC or TAB or P: pauses the game 

User experience 

There will only be one music track playing throughout the entire game. The music will have a 
clear and catchy melody so the game can be remembered. This will be supplied by one of my 
class mates (his name is Jack Richardson). 

When the player starts the game they will go a main menu screen with the buttons new game, 
continue, exit. When they click new game the player goes to a black screen talking about the 
beginning of the story and then the game starts. 

The first level will teach the player how use all the controls that will help the player progress in 
the game. 

Every level after the first level in the game will be structured to teach the player a new skill with 
only using the mechanics and level design (without using words). As the player progresses the 
skills will become more complex and require the use of other skills learnt in previous levels. 



Visual style 



The game is set in a blocky world. The world has almost no detail in the walls and the 
background allowing the player to focus directly on the puzzle. In the initial dimension the walls 
look black and the background is grey whereas in the other dimension the walls look yellow and 
the background is fuchsia which tells the player that they have gone through a dimensional 
laser. All colours have an assigned effects. Blue and lime can be deactivated by buttons and 
red forces the player to restart the room. 

Storyline 

After every level in the game is a segment of a story. The story is said by a narrator which talks 
about the player (the narrator refers to the player as "the creature"). The player comes from 
another world with an unknown goal (the player will not know this). The narrator is a Mysti which 
curious about the player (the narrator is never seen). 

The storyline: 

-the narrator finds the player and describes them 

-the narrator talks about the evil ancient ones 

-the narrator finds and traps the man and leads the player to them 

-the player can either save the man or kill the man 

-the narrator breaks a cube dropper accidently 

-some of the narrators brothers form a group called "the lights guide" to get rid of the player 

-the lights guide change levels to make it impossible for the player to progress but the narrator 
breaks cube droppers to make the levels possible for the player 

-the lights guide finds out that the narrator is helping the player and they capture the narrator 
-the lights guide ambushes the player 

Ending 1 : if the man is not saved then the lights guide kills the player 

Ending 2: if the man is saved then the man attacks the lights guide and the player escapes 



